



















するとするものである (Tversky & Kahneman, 1986)。
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SUMMARY
Gamble is one of the decision making in an uncertain situation including risks, and includes two elements: 
chance and skill. We conducted a gamble game experiment and participants chose a game according 
to their preference: drawing of lots as a chance game and ring-toss as a skill game. The purpose of the 
present study is to investigate the effect of achievement motivation and choice behaviors (risk level, 
subjective probability of success, and a bet) as situations factors on satisfaction with the gamble games. 
The results showed that the degree of satisfaction on the games in the high condition of achievement 
motivation was higher than those in the low condition only for group who chose the skill game first and 
the chance game next. The findings are discussed in terms of personality and situations factors.
















市・楠見 (1998) で使用された達成動機尺度 (堀野・森，
1991) と刺激欲求尺度 (古澤, 1989) に着目した。





激欲求尺度 (Sensation Seeking Scale: SSS) は，覚醒
や刺激の最適水準における個人差を測定する尺度であ
る (Zuckerman, Eysenck, & Eysenck, 1978)。本研究
では，４つの下位尺度のうち，危険やスリルを含むス
ポーツや活動への指向性をあらわすTAS (Thrill and 
adventure seeking)，抑制を解除させることへの欲求
をあらわすDis (Disinhibition)，新しい体験への指向性
であるES (Experience seeking) の３尺度を用いた　(古
澤, 1989)。
　本研究では，運とスキルを含むゲームとしてSorrentino, 
Hewitt, & Raso-Knott (1992) で使用されたくじ引き 























































































deviation :  SD) を示す。リスクレベルは，低レベルを
１点，中レベルを２点，高レベルを３点として計算した。
Table 1
Means (SD) of  Risk Level, Bet, Number of  Success, Total Amount of  
Money, and Subjective Probability of  Success for Each Blocks of  the 
Experiment.
Note.  SD is standard deviation. Mean risk level was 
calculated based on the values that converted low, middle, 
and high level into 1, 2, and 3 points, respectively. The 







Means  (SD)  o f  Pe r sona l i ty  Fac to r s  f o r  Par t i c ipant s  o f  the  
Experiment.
Note. “TAS” is Thrill and Adventure Seeking, “Dis” is 






選択した参加者は運ゲーム (C :  chance game) で１名，
















　自己充実達成動機得点の55点以上を高 (H) 群 (M  
= 59.1，S D = 3.0，21名 ），54点 以 下 を 低 (L) 群 




　Figure １からFigure ６ は，達成動機およびゲーム
115
パーソナリティ要因と状況要因がギャンブルゲームの満足度に及ぼす影響
選択に基づく群別のリスクレベル (Figure 1)，賭け金額 
(Figure 2)，成功数 (Figure 3)，トータル金額 (Figure 
4)， 主観的成功確率 (Figure 5)，および満足度 (Figure 6) 
の結果を示す。
　上記の６つの変数に対して，達成動機 (H／L)×B3 (第
３ブロックで選択したゲーム：C／ S)×B4  (第４ブロッ





た (F (1, 32) = 6.75, p < .05)。また，達成動機×B3×ゲー














作用において有意傾向が認められた (F (1, 32) = 3.08, 
p < .09)。
　トータル金額　ゲームの主効果が有意であり (F (1, 
32) = 6.10, p < .05)，さらに達成動機×B3×B4 ×ゲーム
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Figure 2.  Mean bets (yen) as a function of self-fulfilmentive 
achievement  mot ive .  H = high se l f - fu l f i lment ive 
achievement motive condition; L = low self-fulfilmentive 
achievement motive condition. 
Figure 3.  Mean number of success as a function of 
self-fulfilmentive achievement motive. H = high self-
fulfilmentive achievement motive condition; L = low self-
fulfilmentive achievement motive condition. 
Figure 4.  Mean total amount of money (yen) as a function 
of self-fulfilmentive achievement motive. H = high self-
fulfilmentive achievement motive condition; L = low self-
fulfilmentive achievement motive condition. 
Figure 1.  Mean Risk Levels as a function of self-
fulfilmentive achievement motive. The risk levels were 
calculated based on the values that converted low, middle, 
and high level into 1, 2, and 3 points, respectively. H =  
high self-fulfilmentive achievement motive condition; L =  
low self-fulfilmentive achievement motive condition. CC 
is a participants group that chose only chance games in 
the two blocks (block 3 and 4). CS is a group that chose a 
chance game first and a skill game next, and vice versa in 
SC group. SS is a group that chose only skill games in the 
two blocks.
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の交互作用が有意であった (F (1, 32) = 4.40, p < .05)。ま
た，達成動機×B3の交互作用 (F (1, 32) = 3.38, p < .08)，









あった (F (1, 32) = 7.35, p < .05)。下位検定を実施した
ところ，CS群のL条件においてのみ，B3よりもB4 の主
観的成功確率が高いことが明らかとなった。
　満足度　達成動機×B3の交互作用が認められ (F (1, 
32) = 6.74, p < .05)，B3×B4×ゲームの交互作用が有意





































析において，それぞれTASとの間で r = .325，Disとの
間で r = .371，ESとの間で r = .519であり，有意な正の






Figure 5.  Mean subjective probability of success (%) as a 
function of self-fulfilmentive achievement motive. H = high 
self-fulfilmentive achievement motive condition; L = low 
self-fulfilmentive achievement motive condition. 
Figure 6.  Mean satisfaction (%) as a function of self-
fulfi lmentive achievement motive. H = high self-
fulfilmentive achievement motive condition; L = low self-
fulfilmentive achievement motive condition. 
パーソナリティ要因と状況要因がギャンブルゲームの満足度に及ぼす影響
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地点で51.7 %，２m 地点で66.7 %，３m 地点で 88.3 %，４m 





スクで 90 % と設定した。
註3
　自己充実達成動機と刺激欲求尺度 (TAS, Dis, ES) の間には
正の相関が認められた。TASとの間で r = .325，Disとの間で
r = .371，およびESとの間で r = .519 であり，いずれも5 ％水
準で有意であった。
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